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This thesis is focused on how to measure the costing and the value of creative 
activities in Creative Industries. At the beginning, we got the general idea on creative 
industry, costing and value management by reviewing the existed literatures. By 
studying the process of value production in the creative value chain, the content of the 
cost and value created of value chain in Creative Industries is recognized. Then, 
according to the existing measurement approach of costing and valuating, a model of 
costing and value measurement is constructed by analyzing the composition of costing, 
cost drivers and value drivers， and combing with the input cost and creation value in  
the creative value chain. Finally, we applied our model and calculated the input cost 
and creation value in the network game industry. 
   To measure the devotion cost of creative activities, we defined the input cost as 
the sum of all kinds of resources costs inside the creation value chain, also we divided 
it into four cycles: creation content cost, creation physical- input cost, creation 
marketing and creation maintenance based on the processes of the resources devoted 
in each cycle of creation value chain. According to the operating cost method, based 
on the above four operation cycles(creation content cost, creation physical input cost, 
creation marketing and creation maintenance), a measurement model C = Cqd + Czh + 
Cxs + Cwh, including the manpower costing, research and development costing, 
physical-chemical costing and devotion promotion costing, is constructed. There are 
four innovative features if one compares the traditional operating cost method with 
the operation measurement model: the resources of the knowledge is the starting of 
the creation value chain; the high sunk costing and low marginal costing; the mutation 
of consumption for creation content; the enormous proportion of the promotion 
costing and after-sale costing. 
   To measure the creation value of creative activities, we defined the creation value 
as the realized value of innovative products to consumers.  By constructing the 
measurement model V = Vsr × T, which sums up the factors of increasing value, 













various measurement indicators are established by combination of the network game 
industry. The measurement model of creation value has three features compared with 
the traditional creation value inside operational activities: the creative material carrier 
of the creation value is the spirit products; it is a high risk for creative activities; it is a 
high leveraged of value creation for the innovative activities.  
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霍金斯称，当人均 GDP 达到 8000 美元时，社会的产业分工将发生明显变化，






























































































































































































库柏和卡普兰（Robin Cooper & Robert Kaplan）于 20 世纪 80 年代借鉴斯坦
伯斯的理论，提出作业成本法（Activity-Based Cost，ABC），并在 20 世纪 90 年
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